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To improve students ability on mastering vocabulary by using Bang-Bang 
Game.The result of preliminary study conducted at SMP Negeri 1 Pagak revealed 
that in the seventh graders and the interview with the English teacher about the 
student‟ s vocabulary. The student‟ s low vocabulary mastery because of the 
teacher conventional teaching technique.  
This study used Collaborative Classroom Action Research for research 
design. There are some instruments were use in this study such as questionnaire, 
field note, observation check list. The data in this study were obtained from the 
students‟  test after implementing Bang-Bang Game .Bang-Bang- Bang Game 
was about mastery vocabulary game as the media to deliver the material given by 
the teacher in VII-C students of SMP Negeri 1 Pagak in first semester of 
2015/2016 academic year. Each student had to play the Bang-Bang Game in 
groups that divided by the researcher.  
From the result that researcher got, the student percentages who passed 
the KKM is 46% in pre-test and 63% in post-test. Its means that 14 students 
passed the KKM and 16 students who got the score under KKM . The researcher 
was percentage which passed the KKM in second post-test or called remedial 
program is 90% students passed the KKM it means that 27 students passed the 
KKM and only 3 students got under the KKM or 10% from total of students. As 
the result , Bang-Bang Game can improved students achievment on mastering 
vocabulary, it was indicated from the number of the students who passed the 
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Untuk meningkatkan kemampuan siswa dalam hal penguasaan 
kosa kata dengan permainan Bang- Bang. Hasil dari fase persiapan penelitian 
yang diselenggarakan di SMP Negeri 1Pagak, terungkap bahwa di kelas tujuh dan 
berdasarkan wawancara dengan guru bahasa Inggris tentang kemampuan kosa 
kata yang dimiliki oleh siswa rendah dikarenakan tehnik mengajar yang biasa.  
Penelitian ini menggunakan Collaborative Classroom Action Research 
untuk desain penelitian. Ada beberapa instrument yang di gunakan dalam 
penelitian ini, di antaranya adalah kuisioner, cacatan lapang, wawancara dan 
observasi .Data dalam penelitian ini diperoleh dari tes setelah 
mengimplementasikan permainan Bang-Bang . Permainan Bang-Bang adalah 
tentang tehnik penguasaan kosa kata sebagai media untuk menyampaikan materi 
yang dilakukan oleh siswa kelas VII-C SMP Negeri I Pagak di semester I tahun 
akademik 2015/2016. Setiap siswa harus mengikuti permaian Bang-Bang secara 
berkelompok, sesuai yang telah di bagi oleh peneliti.  
Hasil yang di dapatkan oleh peneliti,presentase siswa yang telah 
melewati atau lolos KKM dalam pre-test adalah 46% dan 63% di post test . Bisa 
dikatakan bahwa 14 siswa mendapatkan nilai di atas KMM dan 16 siswa 
mendapatkan nilai di bawah KKM. Peneliti telah mempresentasekan yang 
mendapatkan nilai di atas KKM pada post test kedua yang di sebut dengan 
program remedi yaitu 90% siswa mendapatkan nilai di atas KKM itu artinya 27 
siswa mendapat di atas KKM dan hanya 3 siswa yang mendapat nilai di bawah 
KKM atau 10% dari total jumlah siswa dalam satu kelas. Sebagai hasilnya , 
permainan Bang-Bang dapat meningkatkan prestasi siswa dalam hal penguasaan 
kosa kata . Hal tersebut diindikasikan dari jumlah siswa yang lolos di atas KKM 
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This chapter describes the background of the study, the research 
problem, objective of the study, the scope of the study, the significance of the 
study, and the definition of key terms. 
 
1. I Background of the Study 
 
 
English is the language that is spoken in some countries such as the 
United Kingdom, United State, and in other countries. There are some countries 
that use English, such as international language. When English as 
communication tool, the speakers and the listeners must understand what they 
have spoken. The value of communication is if they understand words to deliver 
the message in their communication especially in English, Yudantoro (2010). If 
the speakers use many words; it will be good speakers it means that the increase 
of vocabulary makes the increasing value of communication. 
 
In learning English, the students should 
learn four skills; they are listening, speaking, writing and reading. Besides that, 
the students should master the language component. The language component 
consists of vocabulary, grammar and pronunciation. The most important thing 
when the students learn English is vocabulary. The learners should master 









the learners to understand and use the language easily. Troike (2006) states that 
vocabulary (or lexicon) is the most important level of L2 knowledge for all 
learners to develop whether they are aiming primarily for either academic or 
 
interpersonal competence or a broader scope of communicative competence that 
 
spans two. In language skills, vocabulary is also 
 
important in the process of teaching and learning language. The learners should 
master vocabulary well if they want to have better language skills. Huyen and 
Nga (2003), Zhao (2009), and Cahyono and Widiati (2011) agree that a mastery 
of vocabulary plays a key role in the whole process of second language learning 
is of critical importance to the learners. Without mastering vocabulary, all of the 
four language skills and effort in learning vocabulary will be nothing. Moreover, 
vocabulary is one that links the four skills. The learners cannot express their 
 
idea briefly because they do not have enough vocabulary. According to Akbari 
(2008) speakers cannot convey meaning and communicate with each other in a 
particular language. Moras (2001) says that students need to broaden their 
vocabulary to express themselves more clearly and appropriately in wide range 
 
of situation. Vocabulary is important to be 
 
mastered by language learners, especially English learners, because English 
vocabulary is large. It is for the teachers to help their students to master 
vocabulary successfully. By mastering vocabulary, student can learn and use 
language well it is from Laufer (1997, cited in Akbari, 2008) states that 











Actualy, the problem of the students in learning vocabulary are, 
pronunciation, leter, and they have difficulties in memories the new words, 
sometimes on how to spell the words well. The result of the observation in the 
seventh graders and the interview with the English teacher of SMP Negeri 1 
Pagak, Malang, revealed several facts about the student‟ s vocabulary. The 
student‟ s low vocabulary mastery was caused by convensional teacher‟ s 
teaching technique. In vocabulary session, the teacher just asked the student to 
translate and memorize every single difficult word by looking up the dictionary. 
It was not effective to gain the students vocabulary mastery. Wright (1998) 
states that translation might often provide meaning quickly but it does not 
develop the essential learning strategy which the student can continue to draw 
on long after they have left classroom. To solve the student‟ s problem, the 
researcher tries to give the problem solving by using game. 
 
The instructional media such as games are able to help the teacher to 
achieve success in learning process. According to Botturi and Loh (2008), when 
the games used within a classroom setting, their function as teaching aids in 
helping to explain on reinforce a learning concept. Games also make students 
more relax during the teaching and learning process. Uberman (1998, cited in 
Chen 2005) states that games after student a fun-filled and relaxing learning 
atmosphere. After learning and practicing new vocabulary, students have the 
opportunity to use the language in a more anxious way. Games provide a 
pleasant environment which makes the student be more active in teaching and 








environment that naturally promotes learning through structured play. Besides 
that, games also motivate the students to get involved in the class. Prasad (2003) 
explains that games are natural self-expression for both the young and old. They 
have the advantages of attention focusing, providing a self-motivation 
environment for the students to be more-actively participated. Based on the 
description above the researcher is interested to in conducting a classroom action 
research entitled “Using Bang-Bang Game to Improve the Seventh Graders 
Ability in Learning Vocabulary”. 
 
 
1.2 Problem of The Study 
 
The problem of this study is: 
 
 
How can Bang-Bang Game improve the seventh graders ability in 






1.3 Objective of the Study 
 
The aim of this study is: 
 
 
To improve the seventh graders ability in learning vocabulary at SMPN 
1 Pagak, Malang by using Bang-Bang Game. 
 
 
1.4 Scope of the Study 
 
This study conducted at SMPN 1 Pagak , Kabupaten Malang. The 







second is the researcher also has English course that is followed by the student of 
SMP Negeri 1 Pagak. The subject of the study is the students of grade VII-C in 
the academic year 2015/2016. The class is choosen because the class has problems 
especially on vocabulary mastery. 
 
 
1.5 Significances of the Study 
 
This study conducted to help the problem of : 
 
1. The students 
 
Based on the student‟ s experience, English as their foreign language is 
very difficult. Especially to learn the words, they can not pronounce it well 
and write it well. It is expected to help the students learn vocabulary in a 
good and enjoyable way through Bang-Bang Game. 
 
2. The School 
 
The researcher wants to show how to make good learning process and fun 
learning situation, through Bang-Bang Game. This study is expected to 
improve the quality in learning process especially in learning vocabulary. 
3. The teacher 
 
It is expected to give alternative solution in teaching vocabulary and in 
order to make the learning process not monotonous by using Bang-Bang 
Game. 
 
4. Further Researchers 
 
The next researcher who wants to conduct the study using a Bang-Bang 









1.6 Definition of the Key Terms 
 
In order to have better understanding and to avoid misinterpretation about 
the terms use in the research, it is necessary for the researcher to explain them in 
details. There are two key terms on this study; there are Bang-Bang Game and 





Important part of learning a language. The more words the learners know 
what the words mean, the learners will be able to say what the learners want 
to when speaking and writing. Therefore learning vocabulary should be 
given to the learners. 
 
Bang-Bang Game : 
 
 
A game played by two teams. They pretend as a cowboy that involved in a 
duel. The researcher ask the students to pretend to draw their pistols. 
 
The first student to giving the answer and then “bang-bang”, pretending to 
shoot his opponent is the winner. The teacher gives one point for the right 


















This chapter presents the English vocabulary, concept of the game to 
improve student ability in learning vocabulary, the theory of Bang-Bang Game, 
the advantagees of Bang- Bang Game, the procedure of Bang-Bang Game in 





Based on Penny (1991) Vocabulary can be defined, roughly, as the word the 
teache teach in foreign language. Therefore, when the teacher teach English as a 
foreign language that we learn include in vocabulary. Vocabulary is divided into 
two main areas, active and passive Nasr ( 1972) Sometimes they called productive 
and receptive vocabulary. An important consideration for teacher planning 
vocabulary work is the distinction between productive and receptive vocabulary 
(Scrivener 1994). The clear differences between productive and receptive 
vocabulary will be seen from the function of using vocabulary. The productive 
vocabulary is used for oral skill, and receptive vocabulary is used just for 
comprehending. The important thing learning vocabulary is from David Wilkins 
(cited from Thorn bury 2002), conclude about the important thing why we should 
learn vocabulary. State that without grammar very little can be conveyed, without 
vocabulary nothing can be conveyed. It is true that disclosed, by Wilkins. 
Although we have a fairly good in grammar capabilities, but these capabilities will 







The same statement was explained by Stahl and Nagy (2005) both 
explained the importance of vocabulary, by comparing the difference between 
those who understand vocabulary and not. The example of that statement from 
Stahl and Nagy(2005) is, a person who knows the terms scarlet and crimson and 
azure and indigo can think about colors in different way than a person who is 
limited to red and blue. A person who can label someone as pusillanimous can 
better describe a person‟ s coward behavior. It means that vocabulary is the one 
that must be taken into consideration in language development. 
 
 
2.2 Concept of the game 
 
According to Hadfield (2003) game is an activity with rules, a goal and 
element of fun. It means that using game can make the students feel fun. 
Wright,(2006) says that the game is an activity which is entertaining and 
engaging, often challenging, an activity in which the learners play and usually 
interact with other. Learning English by using game is fun and separated student 
from nervous to have interaction with other people in front of public, it starts from 
performing in front the class and their friends as the audience. Game not only help 
to build the student in the learning process, but also to entertain the student in 
order they do not feel bored in the class during learning process ongoing and 
move to be active student using their physic .Therefore, teaching vocabulary using 
Bang-Bang Game supported by this theory when the student learns about 
vocabulary. In order, to build the student mindset in learning vocabulary 









2.3 Bang-Bang Game 
 
 
About the definition of the games is based on the Oxford Advanced 
Dictionary of Current English the meaning of game is form of usually competitive 
play or sport with rules. According to Larcabal (1992) a game can (1) help those 
who play develop their inner self. (2) Help them related to other more effectively 
and cooperatively, (3) train them in creative freedom as they feel less embarrassed 
or afraid and become more self confident, and finally, (4) bring them and the 
facilitation and anxiety that prevent students from acquiring the language. Bang-
Bang game is classified in to easy games. Bang-bang game is game for help the 
students that have difficulties in learning vocabulary that used their kinesics. The 
rule of the game explained as follows, divided the group in two teams. Explain 
that they are cowboys and they are involved in a duel. One student from each 
team comes to the front. The researcher ash them to pretend to draw their pistols. 
Say “How do you say (cantik)…” and (a word in their mother tongue). The first 
child to give the answer and then “bang-bang”, pretending to shoot his opponent 
is the winner. He remains standing and the other one sits down. The teacher gives 
one point for the right answer and five extra points if they manage to “kill” 4 
opponents in a row. Instead of saying the word in the student‟ s mother tongue, it 
would be possible to use picture or to say a definition of the picture and let the 
learners guess it. There are the example clue for Bang-Bang Game that the teacher 













Clue for the game:  
1. Di dalam kelas 6. Apa kabar 
2 Bahasa Inggris 7. Saya senang 
3 Guru 8. Ketemu anda 
4 Memperkenalkan dirinya 9. Juga 
5 Murid-murid 10. Namamu siapa 
 
 
2.4. The Advantages of Bang-Bang Game 
 
 
According to Wright Andrew (1984) games help and encourage many 
learners to sustain their interest and work, also help the teacher to create contexts 
in which the language is useful and meaningful. So the advantages of using Bang-
Bang Game is to encourage their interest in learning vocabulary especially using 
their kinesics. 
 
2.5. The Procedures of Bang-Bang Game in Teaching Vocabulary 
 
 
The procedures of Bang-Bang Game in Teaching Vocabulary can be seen 
below: 
 Divide the class into two big group

 Each groups, ask the representative to come in front of the class and 






 If all the student ready in that duel position, the researcher give a clue to 




















2.6 Previous Studies 
 
 
There are some researchers that conducted the study by using game but not 
same as the game that is used by the researcher. Because Bang-Bang Game that is 
used by the researcher is categorized in the new game in teaching vocabulary. 
Based on the previous study by Muhdi (2010) with title “Teaching Vocabulary 
Using Pictorial Board Game for VIII Grader Student in Junior High School”. The 
researcher found that the use of picture card in teaching and learning is interesting 
because it can attract students‟  interest and motivation in teaching and learning 
process. Also it can make students to be active in responding teacher or their 
friend‟ s opinion. This study is conducted at MTsN Aryojeding Tulungagung. The 
use of Pictorial Board Game can help students solve their difficulties to 
distinguish the nouns and verbs. The test result of the students under her research 
increased in every cycle and the mean score preliminary study was 5.83, then for 
cycle I was 6.58, cycle II was 7.68, and cycle III was 8.63 From the mean score 
from preliminary study until cycle III we can see that there was significant 
improvement of students‟  understanding on nouns and verbs. 
 
The second researcher is Yuliana (2011) with title “Improving Students‟  
Vocabulary by Using Riddles Game at the Second Grade Students of Mts 
Miftahul Ulum Bendung Mojokerto”. This study applied classroom action 








Bendung Mojokerto that consist of 30 students. The instruments are: observation 
checklist, assessment, and questionnaire. The result are: Riddles can develop and 
motivate students in learning English, especially vocabulary, In order to, Riddles 
effective used in teaching vocabulary to improve students‟  vocabulary, it was 
proven by their response is very good, and their scores from first until third cycle 
was improved. 2). By using the riddles the students‟  vocabulary can improve, 
because by using riddles in teaching vocabulary, the students can easily remember 
the vocabulary that has been taught. It proven by the students‟  score, in the final 
value, most students get 10 point in doing the task. 
 
The third researcher is Kasiani (2011) with title “Improving the 
vocabulary mastery of the Seventh Grade Students through Tic-Tac-Toe Game at 
SMP Negeri 1 Payangan Gianyar”. The main problem faced by the students in 
mastering English vocabulary was in remembering the meaning of the words, 
pronouncing the words and using the words in a sentence. The researcher knew 
the problem from the questionnaire. The data of the research used qualitative and 
quantitative data. The qualitative data was obtained from the researcher‟ s diary 
applied during the treatment in each cycle. While the quantitative data was 
obtained from the result of pre-test, post-test 1, post-test 2, and questionnaire. The 
test result of the students under this study increased in every cycle and students‟  
achievement increased from 55.78 in the pre-test which meant this mean score 
belonged to poor level of mastery, into 76.33 for the result of post-test 1 which 
was categorized into good level. Then, the mean score in cycle 2 also increased to 
 










all students obtained scores of the same or higher than 65. The rule of the game is 
so simple and easy for the student to understand it. The use of a Bang-Bang Game 
technique giving significant improvement to the students‟  vocabulary mastery, 




The differences between first previous study with present study are the 
school location that researcher used, the student level and also the Game. The 
second previous study using Riddle Game and different location and grade. In the 
result of the study the second previous study explain in the descriptive not 
percentages. The third previous study the school location and the game that 
researcher used is different. The similarities with first previous study are the 
 
researcher use same instruments to collect the data, there are observation checklist and 
test, same to focus on teaching vocabulary. The other similarity with second and third 
previous study are all of the researcher used classroom action research as a research 




































This chapter presents the method that is applied in conducting the present 
study. It includes the research design, setting & subject of the research, research 
procedure, criteria of success data collection, and data analysis. 
 
3.1 Research Design 
 
 
The research design of this study used Classroom Action Research (CAR). 
The design used because it is a kind of research which is intended to develop a 
new strategy to solve problem that is found by the teacher in her or his classroom. 
The fundamental aim of action research is to improve practice rather than to 
produce knowledge. CAR can be used as one of the solution of the problems faced 
by the students. Brown (2004) states that CAR is a way for instructor to discover 
what works best in their own classroom situation, thus allowing informed decision 
about teaching. 
 
In this study the researcher collaborated with an English teacher from SMP 
Negeri 1 Pagak. The researcher‟ s has a role as a teacher who implemented the 
game in the class while the English teacher became the observer who observes the 
teaching and learning process. 
 
3.2 Setting & subject of the Research 
 
 
The researcher conducted this research at SMP Negeri 1 Pagak, JL. Gajah 







researcher choosen VII-C class. The students of VII-C class were 30 students, 
who consist of 14 males and 16 female students. That class was chosen because 
recommendation from teacher that has problem in learning vocabulary. 
 
3.3 Research Procedures 
 
 
In this research, the researcher conducted two cycles, each cycle consists of 
two meetings. There are some stages in conducting Classroom action research, 
they are preliminary study, planning the action, implementing the action, 
observing the action and reflecting the action .This study is adopted from Kemmis 






Planning and Action   
Planning the lesson plan, 
the research instrument, 
the material and the 








vocabulary using   
Bang-Bang Game. 
 
-The student will be  


























Revise and  





















Reflecting the Action 
Analyzing the data and 
comparing the result of 




Figure 3.1 The Step of Classroom Action Research adopted from Kemmis 










3.3.1 Preliminary Study 
 
 
The researcher did the preliminary study on September 01, 2015 to know the 
condition of learning process especially in English learning. There are many 
activities in the preliminary study such as Observation, Interview the teacher and 
give Questionnaire for the students. According to the teacher interview guide the 
researcher found that the students do not have enough vocabulary and many 
students are not enthusiastic to follow English learning in the class. According to 
the questionnaire for the students the researcher concludes that the students have 
difficulties in memorizing the English words and the way to memorize it, the 
reason is English is unfamiliar for them. 
 
3.3.2 Planning the Action 
 
 
After doing the preliminary study the researcher plans the action, including 
prepare the lesson plan, and choosing the learning materials based on standard 
competence and basic competence. 
 
3.3.2.1 Designing Lesson Plan 
 
 
The lesson plan is designed by considering the following items: standard 
competence, basic competence, and indicator, materials, teaching learning 
process, source and task. The researcher also consults with the teacher before 
arranges the lesson plan, to choose the chapter that will be used for implementing 












3.3.2.2 Designing Learning Material 
 
In conducting the research, the researcher prepared the instructional 
 
material and technique, which are relevant with the topic for the vocabulary. The 
researcher takes the material from the student textbooks from MGMP Bahasa 
Inggris Kabupaten Malang and other available sources and selected by the 





3.3.3 Implementing the Action 
 
 
This study implemented in two cycles, there are four meeting in every cycles such 
as: 
 
NO Meeting Activities 
   
1 1
st
  Meeting -The researcher explained the material about Greeting and rule to 
  play the game. 
  -The researcher divided the students of the VII-C into two groups. 
  -The researcher implemented the Bang-Bang Game to know how far 
  the student understands about Bang-Bang Game. 
  -The researcher observed the students activity and learning process, 
  during implementing the game. 


















 Meeting -The researcher reviews the previous explanation on the last meeting. 
  -The researcher implemented the Bang-Bang Game. 
  -The researcher gave the students test. 
  -The researcher showed the result of the test and evaluate with the 
  students.  
  -The researcher gave  the students feedback about the result. 
   
3 3
rd
 Meeting -The researcher implemented the Bang-Bang Game. 
  -The researcher observes the students activity and learning process, 
  during implementing the game. 
  - The researcher gave the students post test. 
  - The researcher showed the result of the post test and evaluates 
  them, calculating the score. 
  -The researcher closed the class activity. 
   
4 4
th
 Meeting -The researcher observed the action and result of the test and post 
  test.  
  -The   researcher   found   out   the   improvement   of   students‟  
  understanding on mastering vocabulary by using Bang-Bang Game. 
  - The researcher  makes reflection and concludes the result of the 
  each cycle.  
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3.3.4 Observing the Action 
 
 
Besides implementing the action the researcher was observe the teaching and 
learning process. The researcher also observed the manner and interest of the 
students during the English learning process. 
 
3.3.5 Reflecting the Action 
 
 
The researcher analyzes the data from observation checklist and result of 
the test, field notes to find out the improvement of students‟  understanding on 
mastering vocabulary by using Bang-Bang Game. The researcher makes reflection 





Based on the discussion with the English teacher, the researcher sets two 
criteria of Success. First, it can be seen from the student improvement, when there 
are 80% of the student pass the score ≥ 75 based on the KKM. Second, this 
technique can be successful if 75% of students actively involved in learning 
process especially when the Bang-Bang Game is applied. 
 
 
3.5 Data Collection 
 
The researcher collected the data using some instruments they are observation, 















The researcher observes the application of the Bang-Bang Game in the 
learning process related the criteria of success. In observation stages, the 
observation checklist, the field notes, and questionnaires entries will be used. The 
researcher provides questionnaires to obtain the students respond toward the 
technique applied after all of the action finished. The result of the observation will 





Ary (2010, p.438) defines interview as a tool to gather data from people about 
opinion, believe, and feeling, about situations in their own words. The researcher 
interviews the teacher and the student to measure, how far the student learning 
vocabulary. And the researcher wants to know how to teach vocabulary easily 
with the teacher. The researcher asks to the student and the teacher about their 
learning process in the class. To make short the time in this research, the 
researcher uses curriculum vitae to record about the teacher‟ s profile. 
 
3.5.3 Field Note 
 
 
In this part, researcher recorded the data in learning process in the class VII-
C using field note. This stages, focus on learning process especially in learning 
vocabulary and to observe the characteristic of the student, before the researcher 












3.6 Data Analysis 
 
 
The researcher  analyzes  the qualitative and quantitative data : 
 
 
a. The qualitative 
 
 
The qualitative data of this study analyzed by using an analysis procedure that 
suggested by Milles and Huberman (1994). First, Data Reduction (selecting), Data 
Display (organized), and Conclusion drawing and Verification The data were 
analyzed from the observation checklist; result is from assessment and from 
questionnaire. From the observation checklist result, the researcher described the 
implementation of using Bang-Bang Game in teaching vocabulary to the seventh 
graders of SMP Negeri 1 Pagak during two cycles. The last from assessment will 
be use by researcher to investigate how the students‟  improvement of their 
vocabulary after using Bang-Bang Game in teaching vocabulary by comparing the 


































Figure. 3.2 Data analysis: Interactive Model from Miles and 
 
Huberman 1984 (cited from Sugiyono 2008) 
 
 
b. the quantitative 
 
 
The quantitative data deals with the comparison of the result from the test that 
conducted before and after the treatment. The explanation about the calculating 
student‟ s, and the percentages student‟ s mean score can be seen bellow. 
 
 Student‟ s score 
 

















 Student‟ s mean score
The  researcher  get  the  student‟ s  means  score  by using  formula  from





















Mx = Mean 
 
∑X= Total score 
 
N= number of case  
 The researcher get the class percentages which passed the KKM (75) of 




P = f 




f= total percentages 
N= Number of student 














































These chapters present the finding from cycle I, cycle II, quantitative, 





This research is conducted in two cycles and each cycle consists of two 
meetings. There are four stages in every cycle such as, planning, implementation, 
observation, and reflection. These cycles were finished in 23
rd
 September 2015, 
27
th
 October 2015, 28
th
 October 2015, and 3
rd
 November 2015. This section 
explains the finding from cycle 1 , cycle II , and reflections. End on 5 November, 
2015 . 
 
4.1.1 Cycle I 
 
 
The research got the cycle I, there are four stages in every cycle, such as 
planning, implementing, observing, reflecting. The explanation from cycle I can 





The researcher plans the action, including prepare the lesson plan, and 
choosing the learning materials based on standard competence and basic 

















The researcher review the previous explanation from the teacher about 
greeting to give the students background knowledge about what the researcher 
want to implementing. The researcher implementing Bang-Bang Game, with the 
clue from the students‟  text book that already chooses. There are ten words or 
mixing vocabulary gives to the students, see (appendix 7) . The condition and 
situation in the class very crowded, because the students still confused with the 
rule of the game. The researcher gives the students test. After the test the 





The researcher observes the application of the Bang-Bang Game in the 
learning process related the criteria of success. In observation stages, the 
observation checklist, the field notes, and questionnaires entries will be used. The 
researcher provides questionnaires to obtain the students respond toward the 
technique applied after all of the action finished. The result of the observation will 
be used to analyze for further revision and planning in the cycle II. (see appendix 



















From the vocabulary test result , the mean score of the VII-C class in pre-
test is 57,83. Its mean that the students‟  achievement score of mastering 
vocabulary before implementing Classroom Action Research (CAR) is 57,83. 
Furthermore after getting students score in post-test, the researcher analyze the 
data in order to compare the result between pre-test and post-test. First the 
researcher wants to know the mean score of post-test is 76. It proves that there are 
some improvements from the pre-test. 
 
4.1.2 Cycle II 
 
 
The research got the cycle II, there are four stages in this cycle, such as 
planning, implementing, observing, reflecting. The explanation from cycle I can 





The researcher prepare the remedial program to increase the score of the 
students. The material chosen from students text book and many sources (see 





In this stage , the researcher implementing Bang-Bang Game to build the 
atmosphere of the class back to kind and fun before doing the remedial . The 










score improvement. Beside worksheet, the researcher also used oral test to the 





The researcher observes the application of the Bang-Bang Game 
in the learning process related the criteria of success. In observation stages, the 
observation checklist, the field notes, and questionnaires entries will be used. The 
researcher provides questionnaires to obtain the students respond toward the 





In the third meeting the researcher was percentage which passed the KKM 
in second post-test or called remidial program is 90% students passed the KKM it 
means that 27 students passed the KKM and only 3 students got under the KKM 
or 10% from total of students. The mean score of students in the post-test was 76 





The data on students achievement score were obtained from students pre-
test and post-test. From the vocabulary test result , the mean score of the VII-C 
class in pre-test is 57,83. Its mean that the students‟  achievement score of 
mastering vocabulary before implementing Classroom Action Research (CAR) is 
57,83. Furthermore after getting students score in post-test, the researcher analyze 





researcher wants to know the mean score of post-test is 76. It proves that there are 
some improvements from the pre-test .The result in pretest 57,83 and it was 
improving became 76 in the post- test. The improvement from pre-test to post-test 
it was 18, 17. It was the result of student‟ s average score from preliminary cycle 
to cycle. From that explanation above, we can see that there was significant 
improvement of students understanding on vocabulary. 
 
From the result that researcher got, the percentages student who passed the 
KKM is 46% in pre-test and 63% in post-test. The class percentages which passed 
the KKM in pre-test is 46,66% . Its means that 14 students passed the KKM and 
16 students who got the score under KKM . While the precentages in the post-test 
is 63,33% . It means that there were 19 students passed the KKM and 11 students 
or 36% still had score under the KKM . In the third meeting the researcher was 
percentage which passed the KKM in second post-test or called remidial program 
is 90% students passed the KKM it means that 27 students passed the KKM and 
only 3 students got under the KKM or 10% from total of students. The mean score 
of students in the post-test was 76 and the mean score in the remidial program was 
90,66. Because in the first result, the researcher unsatisfied with the result, it can 
indicated by the number of students who passed the KKM score under 75%. As 
the result , Bang-Bang Game can improved students achievment on mastering 
vocabulary, it was indicated from the number of the students who passed the 
KKM score more than 85 % meaning that is has already met the creterion of 
success and the mean score from post-test to remidial had increased. 
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4.2.1 Result from Observation Checklist 
 
 
The result obtained from observation checlist covers the implementation of 
 
game . The result of observation checklist can be seen on table , below. 
 
 




Meeting Score Percentages Categorization 
    
1 15 65% Good participation 
    
2 16 80% Excellent 
    
3 18 90% Excellent 




Based on the table it showed that observation in each meeting is almost similar. In 
the first meeting , it showed only 65% of the students had good participation in 
the classroom , the reason bacause the students still not familiar with Bang-Bang 
Game . While in second meeting the percentages was 80% of the students had 
excellent particapation because the game was more challenging for the student 
than before. In the last observation the percentages showed excellent result it was 
90% because the student already understand abaout the game and they felt enjoy 
with the game. However the score result that obtained by the researcher in the 
second and third meeting is increasing. It means that using Bang-Bang Game can 
make student participation and interest in learning process became more fun and 












In the observation checklist there are six description that describe the 
situation at the classroom. The first description was about student participate 
toward teachers explanation, in the first meeting most of the student not really 
participate because they felt shy to answer and gave opinion about the game Next, 
the second description was about the student ask/answer the question and gives 
ideas. The third description was about students pay attention to the teacher 
instruction. The result from the first meeting some of the students not pay 
attention to the teacher, so to catch and pay attention to the rsearcher asked to 
repeat the researcher in mention some words in their text book. In the second 
meeting , most of the students pay attention to the teacher when learning process 
bagan. The fourth description, students are able to control their manner and voice 
in the classroom. In the first and second meeting , most of the students were able 
to control their manner. The fifth description, students show their acticness and 
enthusiasm in joining Bang-Bang Game . The last description was the sith about 
the students dicipline in doing the task and the game . This activity conducted in 
the last meeting, there were five students made some noisy, two of them was play 

























4.2.2 Result From Field Note 
 
 
Beside using observation, the researcher use field note to show the 
situation that cannot be covered by observation checklist . It covered all the 
activities during the implementation of Bang-Bang Game. Some students do 
something else which were not reflected in the students activities checklist. 
However by using field notes the teacher not only got the studets attitudes towards 
the activities during the learning process but also the researcher can record a lot of 
mistakes in pronouncing words. 
 
In the first meeting , The students looked less enthusiastic and confused 
in playing the game. The activities were going as well. Since the time is limited, 
the researcher skipped some activities for short. In the second meeting, the 
situatiom in the class were more enthusiatic but when they divided into groups the 
situation the situation little bit noisy, because some of the students were looking 
for their group and some of them tried to moving the chair. In the third meeting 
the reseracher conducted a test, before the test started , the student reviewed the 
material and asked the student to memorize the previous vocabulary that given by 
the teacher . The students look focus on did the test but some of them tried to 
cheat with their friends. 
 
Base on the finding from the result of data anlisys from observation and 
field notes indicated that the students participation was good and enthusiatic in 











4.2.3 Result from Students’ Questionnare 
 
 
In the end of the implementation of Bang-Bang Game, the researcher 
gave them the questionnaire and did the intervew to the teacher and the students to 
know the students responses toward the implementation of Bang-Bang Game in 
mastering vocabulary to know whether it was successful or not in helping them. 
First the students were asked to answer the questionnaire that consist of five 
steatment and four options. 
 
Steatments one was made to know wheter the students like to study 
using Bang-Bang Game or not. Responding to statement one (figure 4.3), 75% of 
the students “highly agree” and 25% “agree” whit this statement . None of them 
“disagree” with this statement. Statement two was about study using Bang-Bang 
Game is so interesting and beneficial . Responding to statement two (see figure 
4.4), 50% students “highly agree” and 50% “agree” with this statement. None of 
the students “disagree” with this statement. The picture of result precentages from 
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Statement three reflected whether Bang-Bang Game be able to motivated students 
or not in mastering vocabulary. The responding toward statement three ( see 
figure 4.5), are 42% of the students „highly agree‟  with this statement, 58% and 
0% „disagree‟  with this statement , 0% „less agree‟  with this statement. 
Responding to statement four (see figure 4.6) , 35% of the students „highly 
agree‟  with this statement, 62% „agree‟  with this statement, and 3% „less 
agree‟  with this statement. The picture of result percentage from statement three 
and four can be seen below as figure 4.5 and 4.6 . 
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Figure 4.5 Bang-Bang Game be able Figure 4.6 the instruction from the 
 
to motivate teacher is clear. 
 
the students in learning vocabulary. 
 
Statement five reflected whether or not using Bang-Bang Game make the students 
easy to learning vocabulary. Responding to statement (see figure 4.7), all of the 
students highly agree with this statement , some of them agree, 505 of them highly 
agree and 50% of them agree. The picture of result percentage from statement five 






























Figure 4.7 using Bang-Bang Game make the students easy to learning 
vocabulary. 
 
After analyzes the data that conducted before and after 
implementing action. Generally , it can be conclude that there was improvement 
since the most of the students gave positive response and the result already met 
the criterion of success. 
 
4.2.4 Result From Teachers’ Interview 
 
 
Therefore , based on result from the interview with the English teacher (see 
appendix) , who was also observe in this research, she stated that eighty five 
percent students active and enthusiastic in playing Bang-Bang Game. She said 
that the learning process was interesting and fun. Moreover, the students looked 
attracted and had a high motivation in mastering vocabulary using Bang-Bang 
Game. This game is great, but there needs to be more warming up to the students 












4.2.5 Result From Students Interview 
 
 
Based on the interview with the students teacher (see appendix ), he said 
that the game very interesting , make a students felt fun and help the students in 
mastering vocabulary. Another students said that using Bang-Bang Game can 
refresh their mind from the stress, can make the students more easy to learning 
vocabulary, and the students can coverage with their friends to solve their problem 
together. Moreover Bang-Bang Game can create the classroom atmosphere 





Best on the result from test that showed some improvement from the mean 
score of pre-test to post-test . The result in pre-test 57,83 and it was improving 
became 76 and in the second post-test improve to 90,66. From the result that 
researcher got, the percentages student who passed the KKM is 46% in pre-test 
and 63% in post-test. The class percentages which passed the KKM in pre-test is 
46,66% . Its means that 14 students passed the KKM and 16 students who got the 
score under KKM . While the precentages in the post-test is 63,33% . It means 
that there were 19 students passed the KKM and 11 students or 36% still had 
score under the KKM . In the third meeting the researcher was percentage which 
passed the KKM in second post-test or called remidial program is 90% students 
passed the KKM it means that 27 students passed the KKM and only 3 students 
got under the KKM or 10% from total of students. It means that this teqnique can 








the teaching and learning process using Bang-Bang Game can make students 
participation in learning process became more fun and also most of the student 
active in doing the game. It is also can bee seen from the result from questionire 
students interview , and teacher.After implementing Bang-Bang Game showed 
that the students gave positive respons and the teacher said the students look 
































































This section present the discussion of the finding of the 
implementation of Bang-Bang Game. The aspects discussed about the students 




5.1 The Improvement of Students’ Achievement On Mastering Vocabulary. 
 
In the first meeting the researcher gave the example how to play the Bang-
Bang Game and introduced the rule of the game, in order to make the students 
understand. That was done to make to convince the researcher that the use of 
Bang-Bang Game really improve students achievement on mastering vocabulary 
at SMP Negeri 1 Pagak , Malang. 
 
The result in pre-test 57,83 and it was improving became 76 and in the 
second post-test improve to 90,66. From the result that researcher got, the 
percentages student who passed the KKM is 46% in pre-test and 63% in post-test. 
The class percentages which passed the KKM in pre-test is 46,66% . Its means 
that 14 students passed the KKM and 16 students who got the score under KKM . 
While the precentages in the post-test is 63,33% . It means that there were 19 
students passed the KKM and 11 students or 36% still had score under the KKM . 
In the third meeting the researcher was percentage which passed the KKM in 







means that 27 students passed the KKM and only 3 students got under the KKM 
or 10% from total of students. It means that this teqnique can be considered 
success because the students actively involved more than 75% in the teaching and 
learning process using Bang-Bang Game can make students participation in 
learning process became more fun and also most of the student active in doing the 
game. 
 
5.2 The Students’ Attitude Towards Bang-Bang Game 
 
 
In doing the research, the researcher did not only observe the improvement of 
the students but also the students attitude toward Bang-Bang Game including 
students pasrticipation and students responds in class towards the implementation 
of Bang-Bang Game in the first and second meeting. When the researcher had an 
interview with the english teacher, the teacher said that mastering vocabulary for 
the beginers its dificult, because they have different background knowledge in 
their previous school , so they the teacher gave some word and let the students to 
search in dictionary. According to Fathima Saravanakumar (2012, cited in Mufida 
Zahro 2015, p.49) the variation of teaching , the use of media and teacher 
students‟  interaction can gave a chance for the students to be involved in learning 
activity. The teacher should gave variation in teaching so the students doesn‟ t 
feel boring and lazyness in the classroom. The atmosphere in the clase changes 
when Bang-Bang Game were implemented in the class. 
 
Related to the students responses toward the implementation of Bang-Bang 








Game in classroom. The result of quatitative data was supported by the result of 
qualitative wich was found during implementing the action. Beside using questionaire 
the research doing the interview to the teacher and the students‟ . The teacher said 
that the students enthusiastic in playing Bang-Bang Game. Based on Isti‟ anah 
(2014,p.16) game can encourage the students to interact and to communicate with the 
other people. It means when the students playing the game felt fun and they can had a 




















































This chapter presents the conclusion drawn from the finding and 
discussion . This chapter also present the suggestion for the English teacher in 
SMP Negeri 1 Pagak, Malang, the students and the further researcher related to 








By using Bang-Bang Game to improve students ability on mastering 
vocabulary. Based on the result of the study, it can bee concluded that the use of 
Bang-Bang Game can improve students achievment on mastering vocabulary on 
SMP Negeri 1 Pagak, Malang . In the third meeting the researcher was percentage 
which passed the KKM in second post-test or called remidial program is 90% 
students passed the KKM it means that 27 students passed the KKM and only 3 
students got under the KKM or 10% from total of students. It means that this 
teqnique can be considered success because the students actively involved more 


















participation in learning process became more fun and also most of the student 





This section provide some suggestion from the teacher, students and the 
further researcher. These suggesstion are directed as follows : 
 
1. For the English teacher must be creative to help the student to improve 
theirs english skills by used interesting method of teaching in ordere to 
make students interested , activness, and enthusiasm in learning process. 
 
2. For the students it it suggested that the students that used dictionary often 
and trying to memorize vocabulary. In order to help their learning better. 
 
3. Futher researchers they conduct similar reseach by using Bang-Bang Game 



































Ary, D., et al. (2010). Introduction to Research in Education. United States of 
America: Wadsworth Cengage Learning. 
 
Bogdan, R. C & Biklen, S. K. (2003). Qualitative Research for Education: An 
introduction to Theories and Methods (4th ed.).New York: Pearson 
Education group. 
 
Brown, H.D. (2000). Principles Language Learning and Teaching. San Francisco: 
Longman Inc. 
 
Cambridge Dictionaries Online. Retrieved march 18, 2015. From 
http://dictionary.cambridge.org/dictionary/british/tic-tac-toe 
 
Chalim, D. (2010). Using tic tac toe game to improve Students’ understanding on 
Simple past tense. Semarang. Walisongo State Institute For Islamic  




Crystal, D. (2003). English as a Global Language 2nd Edition, United Kingdom: 
the University Press, Cambridge 
 
Hadfield, J. (2004). Intermediate Communication Games. England: Longman Ltd. 
 
Harmer, J. (2007). How to teach English(New Edition). England: Pearson 
Education Limited 
 
Holmes, J. (2001). An Introduction to Sociolinguistics. England.Pearson 
Education Limited 
 
Kasiani, N.D.N. (2011). Improving the vocabulary mastery of the Seventh Grade 
Students through Tic-Tac-Toe Game at SMP Negeri 1 Payangan Gianyar. 
Thesis Postgraduate, published. Bali.Udayana University. Retrieved 
March 25, 2015. from www.pps.unud.ac.id/thesis/pdf_thesis/unud-302-
59721434-thesis.pdf 
 
Miles, B.M., & Huberman, M.A .(1994). Qualitative Data Analysis. United States 
of America: Sage Publications, Inc 
 
 
Oxford.  (2008).  Oxford  learners  pocket  dictionary  4th  Edition,  New  York  : 









Sudijono, A. (2012). Pengantar Statistik Pendidikan., Jakarta:Rajawali Pers 
 
Susanti, R. (2013). Improving the Students’ Vocabulary Achievement by applying 
Tic-tac-toe Game. A ThesisEnglish Department, Faculty of Languages and 
Arts, State University of Medan. From digilib.unimed.ac.id 
 
Tesol International Association. (2014). ESL Games: ESL – Tic Tac Toe  




Vernon, S. (2007). Teaching Grammar with Fun Learning Games . retrieved 21 
February 2015. http://www.eslbase.com/articles/learning-games, 
 
Zaslavsky, C. (2003). More Math Games & Activities from around the World. United 




































                                                                                              lv 
 
